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One of our Primary goals when working on this part of thne game Was to base 
clothing and architecture om actual historical ones. This also includqed other elememts 
of the world we were buildqing, So the aesthetics of tnhe Northermn Kingdqoms map 
Were to be as close to medieval cartographic stanmqdarqs as possible. It was a great 
chance for our graphic artists to Show their SKills. Thne results of their efforts and truly 
Bemnedictine work cam be seem above. The color Imap features stylized portraits of 
the Iulers of the three most Poweriful kingdqoms - Redania, Temeria and KaedqwWenm. 
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An empty throne with a crIowm placed on it Symbolizes the Aedirmian inter- 
regnum whitle the troubles in thne La Valette lands and im Lormark are Imarked 
With flames on the boundaatries of these dqomains. The map's dqecorative Trim is 
adormed with plant motifs, fantastic animals and allegoric sitnhnouettes holding 
Standards and heraldic shieldqs. The altphabet used to Wiite names on the Imap is 
Glagolitic - the eldqest Stavic altphabet that first appeared in early Midqdle Ages. 
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@ PROLOGUE | THE BEGINNING 


Some of the jllustrations found on the following pages are not a precise represem- 
tation of places found im the game. Many of thnem Serve to give an idqea of thne mature 
and climate of a location. In these cases the atrtists qidq mot focus omn detaits, but om 
presenting the atmosphere of a sceme. The use of snapes and colors is useful in that 
regardq. Such dqrawings Imake it easier for graphic attists and qdqesigmers to Work om 
agiven patrt of thne game. 


Onmne of the first Scemes takes part in King Fottest's camp beneath the walls of 
the tebellious House La Valette's fortress. Ceraltt wakes up in atenmnt by TITiss' siqe, om 
the qdqay of the Victorious assaultt on the castte. The above dqrawing is an itmpression of 
that Immoment. We wamted to build the atmosphere of an illusory calmness. The inte- 
Tior is bathed in warm light some papers and eveIyday items are Stfewm about. Im 
amoment the witcher Wiu go outsidqe to accompany Fottest in Storming the fortress 
- and nothing will be like before again. 


The siege has gone on for Some time 
now, and the Temerian army is prepar- 
ing for the final attack. Geralt Yeaches 

the castle walls using a huge Siege toweTl. 
Its Sketches are found om the illustratioms 
nearby. The wooden roof protects the crewW 
pushing the construct toward the fortress， 
and a System of levers Worthy of Leomardo 
da Vinci allows the soldqiers on Upper floors 
to prOopel it. We wamted to create a belieV- 
able way of putting a machine this huge 

im motion. Our techmnical solutions Such as 
capstans insidqe the towel were inspired， 
amomng other things, by thne attermmpts to 
Iecomnstruct the appearance of the gigantic 


扩 2 siege tower used in the Siege of Rhodes 
in 305 BCE. 


The battering Iam's head is snod in 
iron and takes the form of a boars head. 
The dqevice, pIYopelled by the Strength of 
humanm arms, js Imoumnted atop the Siege 
tower and is qesigmned to crUsh battleImemnts 
and create a breachn, making thne asSautt 
easSierT. 


The comcept Sketches below snow Various 
VerlSsions of the battering Tam's head. 
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Castle La Valette is an itmpressive qefemsive Structure. Because of its Location mear 
the White Bridqge, an important crossing omn the Pomtar, the fortress is of great Strategic 
importrtance. Its main patt is located on am istland im the Tivers midqdle, but the fortified 
bridqgehead on the Southerm bank has recentty begumn to be expamnqeqd. Fottest was mot 
Shy of exploiting the parts under comnstruction as the castle's Weakest LinK. 
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We wanmted the fortresS interior to be as 
realistic as DosSsible. When planming it out， 
we Womngdered What thne Streets Would LOOK 
like amnd the Location of the Squares, COUIt- 
yards and gates. We evemn reImeImbered to 
place a graveyard - after all the locals had 
to bury their qead Somewhere. 


(多 PROLOGUE | FORTIFICATIONS 


These are the Sketches of parts of the fortifica- 放 
tions. Part of the dqefenses is under comnstruction， 7 
but the roofed battteIments and barbicamns dqefending 
the bridqges and inmer couityards are poinmts of stromng 
IeSistance, qelaying the attackers' advance. 
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The incormplete towerT 


| willbecome the scene 
| N of a fierce battle omce 
thne Witcher reaches 
了 the top by cltimbing 


the woodemn scaffold- 
img. The qrawings snow 
Various Stages of creat- 

-ing this fragmenmnt of the 
Structure. YOU cam See 
Sketches of other Parts 
of the fortificatioms om 
the next page, amomnd 
them the wooden hoard- 
ing - Toofed galleries that 
protect the dqefendqders 
from enemy fire. 
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When dqesigning the temple, we wamnted to avolid 
any Specific architectomic styles of historical religious 
buildqings. Therefore we qdqecidqed to Imix several creat- 
ing our ownm original Styte. Hemnce the combination of 
acGothic portal with massive Romanesque towers and 
SUch eleIments as obelisks and cromtechs. 

The dqrawing Shows the dqesign for the main altar of 
the local qeity. This object is dqefinitety oldqer than the 
templte walls which surround it. Ht was Imost pIobably 
here even before the fortress was buitt. Thats how 
the termmples of pagan deities Imight have looked like 
if their religions were Stitl qeveloping im late Middle 
Adges and benefited from comntermporary architectural 
tnhought. The fimal versiom, Visible on thne mext page， 
is Slightly different from the one om this jllustrationmn. 
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The staimned glass 
and painting aeS- 
thetics are based om 
Gothic art, thnough the 
figures presemt there 
likely represemnt beings 
from the local folktore. 
We qidqnt have any 
Specific cult frommn 
Sapkowskis novels in 
mindq. Due to thne cir- 
cumstamnces in Which 
Geraltt fimds himseltf in 
the templte, he qoesmnt 
have a chamce to Learnm 
the history of the Local 
cultt. Thnis enhnamces 
the place's ImySstery 
imzmemselty. 


An isolated tower conmected with 
the castle proper with but a long bridqge 
houses the hermitage of House La Valette. 
There is alibrary within its walls, but first and 
foremost it is a place of contemplation and 
piayel arefuge for thnose who want to escape 
the fortress moise. It is here that thne prologue 1 
willfind its culimination - and the game's 
main story Will begin in ealmest. 


What would be aimighty fortress 
withouit its qungeons?” They house 
the torture chamber whnere insubordinate 
amnd refractory Prisoners may fimd them- 
Selves. The mere Sight of the impressive 
collection of torture impltemenmts is usually 
enough to toosenmn their tongues. Those 
more stubborm will quickty fnad them- 
Selves more acdquainted With the imteTior 
tnhan thney'd like to be. After the Seat of the 
La Valettes Was takem, this Place became 
the prisom of its prevVious Owmers, and for 
Geraltt accused of slaying the king. 

Hundqdreds of yards of corridqors Stretch 
beneathn Castle La Valette, leading to cells 
amd cellars. Thne drawing below Snows a 
patt of the qungeon. The arched ceilings 
and Stone walls are lit by lanterns and 
torches. Ion bars block the exit from cells. 
The ever-piesent qamp, caused by the 
TivVer'Ss pIoOximity gathers in Stone gutterSs 
placed im the corridqors floors. The room's 
cormners are full of rottem straw. Not Immany 
of those who end up here will emjoy their 
freedqom omce Imore. 
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人 曲 ACTI| FLOTSAM AND LOBINDEN 


Flotsarmm, the setting of the game's first 
act is atradqing post on the bordqer of 
three kingdqoms - Temeria Kaedqwen and 
Aedirm. The walled harbor is a safe havemn 
for punts and cogs transportimng goods om 
this section of the Pomtar. Flotsam is am 
important tradqing cemteT. River tramsport 
fourishned ever Since guerilla Scoia'tael 
umnits became athreat for travelers amd 
Imerchant CaravVamns. 

The iuustration to the right is am 
attempt on chanmneling the place's attmos- 了 又 
phere. Desigmning the locatiom we wamted 
to capture the feel of bordqertanqs. Flotsamm 
is far away from civilizatiom, and provides 
omly a Seimblance of it. Stone houses 
comtrast With the muddqy square amd 
less impressive Structures. Guards Imam 
the towers qay and night watching for 
anything that could endamnger the tradqing 
posts inhnabitants. The local inm amd 
brothel offer Ifooms and emtertainImment for 
locals and Visitors aljke. 
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A small cluster of huts 
CoOmprises the tiny Settle- 
ment of Lobindemn just next 
to Flotsam. Its inmhabitants 
mainly hail from Aedirn 
and make their living builda- 
ing and repairing boatsS. 
The people, thoughn poor， 
are open amd friemndity， 
also towards nonhumamns. 
That's one of the reasomsS 
the Village has mo Walls 
or evem a palisade, as 
the people meed mot fear 
forest Scoia'tael units. 


(由 ACTI|1THEINN 


When dqesigning the inm we wamnted to 
make it 1ook as comfortable and homely 
as DosSsible. The architecture and interior 
design - carved Wooden ceiling beams,， 
Colorful walls and benches standing by 


them - are based on historical YeCcomsSstruc- 


tiomns of Such buitldqings. The roormn filled 
With furniture, gives off thne impressionmn 
that the buildqing is really lived in. We also 
couldnt omit Such details as ImuUshnrooms， 
herbs and sausages qrying under the 
Ceilin dg 


The black and white Sketch above 
Shows the qdqesigmn of the working part of 
the inm. We wamted it to be functional 
yet Save as Imuchn Space as Dossible. 

This arrangement of iterms Imakes 让 eaSy 
for the innkeeper to access anything 
he meeds. 


When dqesigning buildqimngs, we always 
hadalogical interior layout im mind. 
The Stlaughterhouse was dqesigmed both 
im the form of an interior Sketch amnd in 
the form of comcept art that is Visible to 
thne right. Both elememts Were the basis 
for further worK om its qesigm. 
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Commander Loredo's mamnsion was 
SuUpposed to be the Imost impressive 
buildqing in Flotsam. The qrawings snow 
SUCCceSsive Stages of its developiment. 
The structure is dqefinitety qefemsive, as 让 
was SUupposed to be the tradqing post's final 
stand in the case of an attack. The marTowW 
Stairs allow for easier qefense of the Upper 
foor qdqoor white the galleries and the 
balcony are convenient Vantage Doints for 
both shooting and observationm. 

The main platform atop the keep is 
a Wide Toom with ahigh ceilimng. Loredo's 
quatrters camn be found here. His mem 
oOccupy the lower floor. The iustration to 
the Siqe shows a draft of the comImander's 
charmber. 
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The mansion's basemenmnt contains the 
charmbers of Loredo's Imother. This insane 
Womam, Continuousty intoxicated withn 
the qrug shne distillates, Lives in a World 
of tne fears and nightmares from her 
past. She worships a perVerse VerSion of 
the deity Vaiopatis - thne Statue Seemn here 
is a grotesque alteration of those foumnd im 
the Surroumnding Woods. 
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Since Tiver tfansportation is So impor- 
tant to FLotsam's existemnce, tne dqesigm 
of tne port and its Structure Was Vey 
important. Even if some of the buildqings 
wouldntbe available in game, we wamnted 
thne Location to be dqesigmned as Tealistically 
as DosSsible. Therefore when working omn 
the wharf and harbor of the tradqing post， 
we came up With the idqea to make amodel 
of a wooden crane. IL was inspired by am 
analogical structure found in GdamskK. 
The graphnic artists began working omn thnis 
part of tne Location by Immaking a Sketch 
Showing the crane and its intermnal com- 
Struction. Similar cramnes werte Used in 
thne Midqqdle Ages to load and untoad goods 
and qulring refitting boats amd shnips. 
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媚 aving the story take place mear ariVer 
meant we had to dqesigm floating Vessels. 
Thats how Vermnon Roche's sailing shnip and 
thne prison barge moored at the Flotsamm 
narbor came to be. 

The barge is afloating prison for 
captured Scoiatael. Its larger and Imore 
massive than the Bue Stripes VesselL and 
its hold comtains cells where prisomers are 
kept - not in a comfortable condition at all. 
Is qesigm was to Stress the jl fame that the 
boat has, So we wamted to polisn any qetaits 
thnat could Strengthenmn thne effect as best as 
we could. The black Sail with a faded lilty， 
ironm cages for the prisomers and adqamce 
macabre" painted on the Sidqes paint 
ableak painting of Temerian justice. 
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The qrawing to the 1teft qepicts the 
modelthat was the basis for the dqesigm of 
Vernomn Roche's ship. Thne Special Forces 
have a Small mamneuverable TiveTr Vessel 
-amnedqduivalent of a modern patrot boat. 
Unmnlike the square riggded prisomn barde， 
thnis Ship has lateem Sails, allowing it to Sail 
against the wind Imore easily. Its Smaller 
draft atlows it to safely traverse the Pomtar'S 
Shallows.A distinctive blue-wWhite striped 
Sail with thne Temerian crest was added to 
the Vesselts fimal in-game dqesigm. 


人 昌 ACTI ITHE FOREST AND ITS SURROUNDINGS 


Thetradqing post of Flotsam lies in the heatt of wilda， 
maidqenmn tetiritory. An ancient forest - where mam is 
but an intruder - begins just beyomnd its walls. Onmly 
afew steps are enough to leave civilization behind 
and become Steeped in the wood's greemn Shadow- 

Theillustration above perfectlty presents the climate 
we Wanted for oux forest locatioms. The forest is thick， 
With trees grOowWing ctose to each other amnd alimost 
approaches the Settlement towering above its walts. 
The marrow Strip of land mot covered in vegetatiom 


is abordqer that must be renewed alimost eVery dqay-. 
Thetrading post exists Soltely que to the efforts of 

its inhabitants. Had the humams stopped rooting 
the trees out the forest would quickly regain the ter- 
Titories it lost to thnem. 


We wanted the forest 
to be a Imysterious place， 
dangerous and SoImewhnat 
Umnreal. The attmosphere 
Within was to be oOVeT- 
whetming. We achieved 
tnat by warping thne Scale 
of thne area. Tree trUmnks， 
mushrooms amd fermns are 
huge, the light Tarely Pierces 
thne treetops and tiny humanm 
forms are alien and out of 
place here. The comcept 
drawing amd the frame from 
thne game Show the idqea and 
its implememtationmn. 


Thne forest hidqes many ImysteriesS. 
The origin of the Stone Statues dotting 
the lanmdqscape here and there is one of 
them. Adqdqing them to the Surroundings 
magmifies the wood's unsettling atmos- 
phere. Time had its effect on those Scultp- 
tures Covered in moss, and they Seem to 
be watching those passing by. Travelers 
sometitmes use them as landimmarks, but 
their original meamning and function were 
completely differenmnt. For thne alttar of a local 
deity Vaiopatis, is hidden in the forest 
Wildqerness. He is the protector of life and 
fertility but also the harbinger of qeath. 
Not many know of his existemce, amd evVem 
fewer worship him, briming humble offer- 
ings here. The statues are also tied to thnis 
ancient religion of thne first imphabitanmts of 
thnese lamqs. 

The Sketches below Show one of 
the eatlier compositions of shnapes amd 
forms of the Stone Statues. TheyTre based 
on the existing remains of pagam Cultures 
- _ among them the so called "Zbruch Idqolt'， 
a_ Stone Statue of Svantevid qatedq betweenm 
9th and 10th cemtury CE. Vaiopatis himsetf 
was inspired by an authnentic Prussian- 
Lithuamnian qeity worshnijpped in earty 
Middle Ages. His attributes, inctud- 
ing a barrel and afishn, are ViSsible om 
thne statuUes. 


人 曲 ACTI| MENTAL HOSPITAL 


The abandqoned ruins of 
amenmtal hospital thnat stood 
here yeals ago are another 
Imysterious Place in the forest. 
The gloomy qungeon that helda 
the cells of the Imore burdqen- 
Some “guests ”are the best 
preserved Sectiomn. Stone Wallts 
and iron bars bear Witness to 
the terrifying evemnts thnat havVe 
transpired here. 
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The Sketches Show vatrious Projects of 
arranging the locatiom' s Tooms. 

Below is an initial drawing of the ruins 
Visiblte from the forest. Note that though 
its Somewhat comvemtionalt the illustra- 
tion excellentlty Shows the locationm's 
atmosphere. It was a good basis for OUrT 
Work on detailimng the Place. 


曲 ACTI|ITHE KAYRAN'S LAIR 


TheKayran - aterrible aquatic beast 
piIowling thjs section of tne river - is 
one of Geralt s main Oppomemts in this 
Act. The creature, called the Old Mam 
by the locals, nas it's lair near Lobimndenm. 
The illustration to the righnt qepicts am 
artistic ViSsion of thne location of Our hero's 
future battte with the Imomster. Here We 
camn see the Kayian's lair While its"“owmer 
is absent. It looks calm and as if aban- 
domned, but there are trails of tne Imomster'Ss 
Dresemce eVveTrywhere. Thne local vegetatiom 
is dqestroyed and a keemn eye Wil motice 
the Spot where thne Old Mam tends to drag 
its bodqy out of the water in the Snallows to 
thne righnt. 


During the battte, the Kayran SPpits 
greem, Sticky Slime. Athick layer of thne 
Same eXcietion Covers the Vicinity of its 
Lair. The remains of its last meal - bloated， 
umeaten remains that the creature qisre- 
gardqed or left for later - cam be Seemn too. 


The stone pillars 
are the ruins of am 
ancient elVen bridqge. 
Not much of thnis 
omce impressive 
StrUcture is Stitl stamd- 
ing. Thne Sketches to 
thne right jllustrate 
the initial Wo 
on this element of 
thne SCcemeIy. 
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Wes passin th2sboraer to 9ive protectiom to th foIKof Upper 
Aeairn. Wai its notthat.. NotofAeairn put of LormarK. 
Thats whateis lorashnip th margrave Mamsfela saia. Yes anaq 
天 FIRESESiC2 DemnavemneclwasiGaefeateaq e slippea ana is now 
on th 9rowna, for ewas a baec 7uler ana his politics Was sh 让 
Amna es aone for asilsallofAeairn. Our Kimng9 Ilent Demavemna 
aliota coimu for eaiqea im all them riches camnmnot 9o to waste. 
tis' time to reccuver the coin with interest 1..) For tis our 
amncestral Iana Lormark. Once them Ianas were Unaer Kaeaweni 
ruUle ana nowaays will come back to that rule.TIILth river Dyfne. 


Amarzej Sapkowski_ Time of Disaain 
48 | HENSELT'S CAMP 


54 | VERGEN 
64 |THE QUARRY 


66 | NO-MAN'S LAND 


68 |THE GHASTLY BATTLEFIELD 


地 :ACTII | HENSELT'S CAMP 


The location of the game's Secomd act greatty qepemnds on 
the player's choices im the first act. Depending on these, Ceratt 
may end up in king Hemseltt s military camp or in the qwarvem 
towmn of Vergen. Though one will be able to visit the other loca- 
tion quring this act the main part of thne story Will play out im omne 
of the aforememntioned Locations qepending omn you choices. 

The Kaedqwenmni camp is tied to Vernon Roche's story. Following 
hi Geratt willend up im the midqqdle of war preparatiomns at the 
Kaedqwemni-Aedirnian border. The illustrations Snowmn here qepict 
Various Stages of qdqesigning this location - from initiat comncept 
Sketches through more dqetailed dqrawings Showing the caimmp'S 
atImosphnere, to the fimal effect. 

As we were Working on this part of the game, we Wanted to 
emphasize the realism of the fortification and soldqiers quatrters， 
as Welt as detaits like the soldqiers armament or their living condi- 
tions. The camp was Supposed to be muddy and dirty, as befits 
alarge gathering of people. The effect is mmagmified by the lesSs- 
thnanmn-pleasant Weather. The low ctlouds and soggy groumd 
suggest that frequent Train pesters the inhabitants. 
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Initial drawings had hnappier colors, and the camp itself was Imore colorful It Was 
changed, however to better fit the reality of medieval military caimmps. 


The chamces of mijstaking the tents of Kaedqwenmni nobility with 
those of rank-and-file Soldqiers are Stim. High and Spacious, thney 
allow the knights living there to emjoy their comforts. The gramndest 
tent betlongs to the king himself. The jllustration dqepicts an extenmn- 
Sive imnterior a wide, four-poster bed, and atablte with highn chairs 
Sporting ornate headqrests. The floor is covered in carpets and 
animal SKins. The term "Yoyal Splendor is quite appropriate here. 

This black and white Sketch dqepicts the interior of Vernon 
Roche's tent. The atImosphere Shows the Stark comtrast betweemn 
t and other officers' tenmnts in Hemnsetts catmp. Here comforts are 
Tedquced to abare minimum. The weaponmn Tracks and Imaps om 
the walls make it more of an armory or briefimng room. 
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The tent of the piostitutes follow- 
imng thne Kaedqwemi army is also qistimct 
from the others, but in a differemt way-. 
The mobile whorehouse is predominantty 
carmine amd frills with qraperies and 
Lantetms Stressing its TO1e. 

The interior is also qifferemnt from that 
of other quatrters. A Simplte soldqier enmterT- 
ing it is under the impression of entering 
another worldq, leaving the qirty and grey 
reality of the military camp behind. 
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地 :ACTII | VERGEN 


Choosing Iorveth as an ally willlead Geralt to Vergen 一 
atowmn thnat grew mear a dqwarvemn Imine. Located amomg TOCcKkVy 
gullies hewn directlty in thneir walls, it is an amazing exaImple 
of tnis Tace's architectural thnought. The comncept Sketch below 
displays the towm's earlty dqesigm. Some eleImemnts, SUch as 
the huge Stone atlas Supporting parts of an old Structure, Were 
mnot brought into the game word, but the dqrawing still presenmts 
the atmosphere that the location qesigmers wamted to achieve. 

Comparing thne prTOoportions with the tiny fgure on the 
illustration Shows you the Scale of thne buitdqings. In its heyday， 
the place was Vibrant with life, but time took its toll on the Set- 
tlement and only Tecemt evenmts made the name of Vergem 
widelty recogmizablte again. 


The main gate is an important part of the towm's fortificatioms. 
Like nearty all buildqings in Vergemn, 让 was buitt from solid stome 
blocks. Though the settlememnt was mot founded as a military 
outpost its inhabitants qidqntmegtect safety Imeasures. Evenmn 计 
the gate fetl prospective invaders would have to cross along 
Stretch of Street, attacked by the defendqders fire from above. 

The stone alley could turmn into a dqeadly trap, once the boiling oil 
from huge cauldqrons is loosed upon the invaders. The Sketches 
below dqepict the dqesigmn of these Imechamnisms. 
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The ilustration qepicts a Vergen interior -~- atype of an amte- 
chamber conmecting several Corridors. The chamber hnas ahnigh 
cejllimng and is welllit que to the wide windows. Though its mot 
airepresentational buildqing, the tall walls are Tichly ormnamented 
- the foor frames and even stone ledges of tne Supporting Struc- 
ture are adqorned With qistimctive Wicker-wWork. We assumed thnat 
qdqwarves bujld thnings be huge in Scope, but they Still qomnt neglect 
aesthetic qualities. Their Style is heavily geomettic, as Seemn im 
botn architecture and ormamenmntation, and presented on the illus- 
tratiomns in thnis chnapter. 
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地 :ACTII | VERGEN 


Theillustration qdqepicts the dqesigm 
of a chnamber adqapted for the use of 
thne young heir to the Aedirnian thromne， 
Stemnmnis. The primce is a Visitor here, SO 
thne accommodation was Drepared im 
accordqance With qwarvemn StamdardqsS. 
MasSsive, heavy furmniture, a wIought cham- 
delier and a brass brazier fit the typically 
dqwarven wall and floor ornamenmnts. The 
fgurine of a qwarven womanm stanmding by 
the fireplace is also an interesting qecora- 
tive motif. We camn See its Sketches above. 


地 ACTII | VERGEN 


Most buildqings in towmn were cut in the valley'Ss YOCKy face. 


Only the finisned builqing fronts and Imassive Supportive (EL7 
colummns suggest thnat the Stone walls Immay hidqe Spacious, com- 友 AL 山 
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fortable chambers. 的 
Dwarves have always had aknack for techmical solutions. 

Thats why ou graphic alttists mnade Sure that the Wooden crane 

they qdqesigned was actually operational. The System of gears amd 8 从 


capstans Tedquces the Strength requijred to lift necessary weights. 
You camn see the completed Sketch on the meighboring page. HSs 
worth noting that the qwarves carefully qecorate evemn evVeIyday 
items. Even the headqs of Spindles and Tivets are Imeticulousty 
engraved. The coltor illustration qdqepicts the Structures imn-game 
abppearamce. 
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地 :ACTII | VERGEN 


The area of Vergen is an empty Imoumtainous regiom， 
where it's easier to find an aggressijve troll than friemqly travel- 
ers. The labyrinth of rocky gullies is mot the safest place to Stroll 
alone. To further qiversify the landqscape and stress the atmos- 
phere of this sectudqed place, we qecidqed to add an abandqomed 
dwarvemn quatiy there. The iustrations qepict tne initial qesigm 
of tnis location. Initiatly afuined stomne Storehouse housing 
mining equipment was to stand at the edqge of thne excavation. 
The unused buildqing erodqed im time, and the qepartimng Workers 
could mot be bothered to take all tools with them. Thne area Tece- 
mtly became the hunting ground for the harpies thnat mnest in 
a cave at the exXcavation s bottom. 
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地 :ACTII | NO-MAN'S LAND 


There's a stretch of no-mamnm's land between Vergen and Hemnsett s carmp. Designing 
让 we were Wondering how would the arfea batttled over for years by the armjes of two 
neighboring kingdoms look like. The ruins of an old Aedirnian guard tower were the 
reSsult. The crumbling tower is proof that tnese lands knew no peace for a long time. 
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The remains of aburnt vilage mear the Toad to Vergen are 
another proof. The burnt out ruins of wooden huts Show the fate 
that likelty befell mamny other smaller settlememts in these Lamds. 
The stone foundations and a Still standing chimmmney are atmost all 
that is left of this farmyard. This incomspicuous location hetped 
Us to build the atmosphere of ravaged bordqerlands. 


地 :ACT II | THE GHASTLY BATTLEFIELD 


The curse is one of main themes 
of the game's second act and one of 
the main quests that Our hero Will have 
to complete. To the righnt we cam See 
adrawing that was an important inspira- 
tion to the creators of this part of the 
Story. The oltd battlefield is covered by 
amagical mist. The World on its other 
Sidqe is aland right from the nightmare of 
avVeteran of thne last battlte foughnt in these 
lands. Hosts of spectral Soldqiers clashn in 
am etetmnal battle here, While Wiaithns borm 
of evil will and suffering hunt tne living 
who wandered into their domain. 


We wanted the place to have a Strong effect on gamers 
- Our aim was to Show areality where wa Teigms Supreme， 
consuming ever new Victimms. The Tuler of tnis Wortld is 
the Draug, a wiaith born of blood and viotence. ITrUles 
from the height of its throne buit from the rermmnants of 
equipment and siege emngines. I will be Geraltt s mmain Oppo- 


mnent in the game's Secomnd act. 


ACT III| 


-五 ere - the wiitcher 9lancea at the sorcerer - a battie scemne 
Woula be in oraer Just scant few years after MomcKks successful 
expedaitiom, thne troops of marshal Raupemnmneck of Treto9or 
slaugphterea Loc Muinmne ana FEst Haemmlet Fillin9 all elves, 
Without regara to age or genaer Beginmning the war whicn 
emaea With the ShaerTraweada massacre. 


Amnarzej SapKkowsku Time of Disaain 
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Following the trails of the Imysterious kingstlayer Ceralt reaches thne amciemnt city of 
Loc Muinne. The process of creating this location of was one of our Imost cormmpltex 
tasks. The worKk resulted in the remmants of one of the oldqest metropolis in that 
umiverse. If stones could speak, thne ruins of Loc Muinne would tell mamny stories. 
The Stlaughter of the elves - its former Ownmnetrs - js atragic but small section of 


the city's history- 


The Niltfgaardqian carmmp Was Set 
up in one of Loc Muinmne's districts. 

The Emperors emissaries were oficially 
invited here by king Hemseltt of Kaedwenmn 
to take part in the historic evemnt that the 
testoration of the Council and Comnctave 
of Sorcereis will be. When making the 
Comcept Sketchn, ou attists tried to keep in 
mind the actual ways of adqapting a Square 
imaruined city for thne purpose of atem- 
porary enmcamprment. 

The Soldqers' tenmts are Set up in atight 
ordqef mear thne walls of ancient Imamsioms. 
In the qistamnce, the foof of the of 全 cerS- 
pavilion, which is stretched between two 
walls of ruined buildqings, camn be Seenmn. 
Banmners with the iimage of the Sunm 一 
Nilfgaard's coat of arms - leave no qoubts 
as to whose camp it is. 


址 (ACTIIIL | THE CAMPS 
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The dqelegation of the Kimngdqom 
of Redamia also made camp in omne 
of the city's districts. Standqardqs with 
the Redanian eagle pIoudly fly overT 
this Section of Loc Muinmne. Young King 
Radovid has very Specific plans regarding 
hnis stay at the coming Summit. Knights of 
the Ordqer of the Flaming Rose came With 
him to the qebate. TheyTre aforce to be 
TeCckomned with . 

It's worth noting that the initial Sketch 
of the Redamnian camp dqepicts an emtirety 
differemt System and ordqer tnhan the ome 
Used by the Nilfgaardqiamns. The tenmnts here 
aremt place Separately in orqerty TYOWsS， 
and Imost were not put up using parts of 
thne TUins. Thnis combination Undertines 
the differemnt character of two differemt 
CuUltures. 
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Some of the buitdqings im Loc Muinme 
Were builtt by thne elves. Their constructiomn 
amnd appearamnce are based omn the classical 
Stylte of Greek and Romanmn architecture. 
Ahuge amphitheatre is one of the Imore 
important locations in the city. This 
ancient buildqimng becomes the main aremna 
for the evemnts that will shape the future 
fate of that World. 

When we qiscussed how the locatiom 
of the Loc Muinmne dqebate could Look like， 
we had this idqea atimost imimediately. 

The semicircular arena SUIrYoumnded by 
TOWS of stome bemnches is thne idqeal settind 
for the culmination planmned for the 
game's fimnal Act. 
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伏 PLACEABLES | PROLOGUE 


Placeabltes are eleimemnts Used as toca- 
tion dqecorations in-game. Too big to 
be picked up, theye immobile Props. 
Stalls wagomns, tables, Statues, tubs, beds, 
lanterms, fences, obelisks - all of them fit 
into this category. We presemnt only patt 
of the hundqdreds created for the game om 
the following pages. 
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有 CHARACTERS | THE WITCHER 


The stranger reacheda forthe cut in his Jacket again amaQ 
Proaucea a rouna medaallion on a silver chain. A wolfs heaqa 
With barea fangs was aepictea on the meaalliom. 

-- You have a name? You can 9ive an TIm not cUriouUs it make 
talKing easier 

-My mname is Gerait 

- Geralt will ao. Of Rivia, asTPpresume byyour qiction2? 

-- Of Rivia. 


Amnarzej Sapkowsku The Witcher 


Geralt of Rivia 


Creating Geralt s chnaracter for The Witcher 2: Assassins of Kings 
was achallenge as difficult as 让 was for the first game, though for 
Stighntty differemnt reasomns. We were dqesigning him from the Scratch 
back them, and we had to Trise up to the expectations of fams of 
the novets. Now, however oulr graphic artists faced a mew chal- 
tenge - dqesigning the main characters appearamnce Using the mnew 
graphical engine and all of its new possibijlities. 

Work on the witcher's appeafance had to be qone from scratch. 
Geraltt s face from the previous game was Our basis. His new 
appearance Was to be linked to the original but would also Use 
the full potemntial of the mew engine. 

Certain physicaltraits of a persomn camn reflect that persom' s peT- 
Sonality. With a qistimnctive mose and forehead curvature, as Wel 
as the Imouth and chin arrangement we Imanaged to give Geratt 
a certain predatory look. Things inseparablty associated with 
the Witcher's appearance, SUuch as the Scar om his face or yellow 
eyes With cat pupitls were obVviousty retained, thoughn Geraltt now 
Sports amnew haircut. The tied hare is Imore practical since 让 Womnt 
get in the way in combat. 

In several Scenes we also have the chamce to adqmire the ScarSs 
COVveliing Geraltt s bodqy. It's obvious at first Sight that Our hero has 
experiemced alot, and his profession is not the safest ome. 
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痛 CHARACTERS | THE WITCHER 


EN 
忆 兴 出 [| During his journey Geraltt will nave 


立 a chamnce to Wear Various allImoTsS. 

7 Het be able to buy, loot, or craft some 
fnermsotenusinmogqunterexeuecnrmates 
rials in the last case. When dqesigning 
thermn we focused on realism and 
functionality. Buckles have their Tole 

1 of fastening and Supporting equip- 

ment. The woltfs head amulet, the 


1 mark of the witchers guildq, is worm 
im avVisible place. We qdqecided om 
1 the radqical step of placing the Sword 


hiltts om the saimme sidqe of Geraltt s head. 
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The asymmetry adqdqs dqynamism 
to Geralt s profile, and it eliminates 

the problem of animations IOoking | 
Tiqiculous with the character qrawing 

aweapon over his ownm left shoulder. 


97 


Thanks to our graphic attists hard work, about thirty qifferent sets of armor qifferimng 
in both appearamnmce and statistics, were createdq. Most of them are Strictty tied to phases 
of the Story and the factiomns the Witcher dqecidqes to cooperate with. Thnis way, the hero'S 
appearance will depend on the player's qecisions and accoImplishmenmts. The following 
pages comntain a coImposition of armor elements avaitable to the Witcher. 


PARTYRS 
一 = 


The witcher's Steel Swords are dqesigmned 
to be “weaponmns for humans'… Our hero 
Willhave a chamnce to Use SeVvVeial qozem 
Various types im-game. We Present SeVeral 
chosen Imodels here. 


The silver Swords are Used for fghting 
Imomnsters. TheyTe qistinct from the steel 
SWords because of their Sightty curved 
ciIoSssguard and Imore delicately Com- 
Structed bladqdes. 


有 CHARACTERS | THE WITCHER 


ALCHEMY 


As in the first game, alcheImy is a 
Vely important part of Witchner 2, and 
Work om the appealrance of Ceralt s Dort- 
able alchemmical set took us some time. 
The iuustrations Showmn here qepict qiffer- 
ent valiants of portable aleImbics, which 
are am eleIment of this part of WitcheT 
equipment. This qevice allows Our hero 
to brew potiomns thnat enhamnce his combat 
effectiVvemessS. 
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痛 CHARACTERS | MAIN CHARACTERS 


Aslim mamn was Iyin9 by its siaqe, aelica- 
tely nuaging the coras of a lute. 万 is eyes 
Were coveread bya Hancy hatthe color of 
aplum, aaornea with a silver bucKkle amna 
along nervous, heromn feather 

Geralt knew the hat amna the feather 
Bothn were farmous from the Buina to 

the Yaruga, Knowmn at couUrts, KeePps, 
inms, taverns ana brothels. EspecialIy at 
the brothels. 


Amnarzej SapKkowskl The Boumnas of 
Possipbility 


108 


Dandelion 


The witchers companion Dandeliom, or Imore precisely 
Viscount Julian Pamnkratz dqe Lettemnhove is a famous trouba- 
dour but also a fop, a womanizer and a dandy. When Imaking 
the characters model our attists had no problem with visual- 
izing him. Damndelion's appearance, as USual Speaks for itself. 

Some instamntty Tecogmizable eleImenmnts of Dandelion's 
appearance, SUch as gaudy, ormate clothes, Were already 
piesent quring ou work on the first part of the game. 

Now they were eniiched with a few Imore details armomg 
them the distimctive plumed hat with a long feather. 

Dandelion's clothnes were to correspond with this character'S 
persomnality - that of atravelling bard. It comsists of clothing 
amnd accessories inspired by fashion from the turmm of the 15th 
and 16th cemnturiesS. 

Even thoughn the Damndelion dqescribed in the novels wears 
mno beard, we qecidqed to adqd a detail in the form of a mneatty 
trimmed beardq. This element gives the character's features 
Some coherence and allows us to emphasize his care for 
extermnal appearance. 
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Triss Merigold 


Sorceress TiTiss Merigold, Geralt s friend and former lover is omne of the most 
important Supportimng characters in The Witcher 2: Assassins of KimgsS. 

She accompanies our hero quring his travels, and the choices the player Will 
make comnceIning her will heavily influemce the story-. 

“ITriss Marigold couldnt be my girltfriend, Td like her to at least be Imy 
Sister” - this phrase mmay be humorous, but it Still gives a good impression of 
the effect we wamted to get when Working on the Sorceress mew appearamnce. 
Tiisss appearamnce chnanged the Imost of all chnaracters we met in the first game. 
再 er new clothes were to be equally elegant, functional and comfortable for 
traveling. We based them on a 1l5th cemntury qoublet. Its Skin-tighnt cut Unmder- 
lines the Sorceress' shnapely figure perfectty, especially when couplted with 
trouselis and high topped boots. The male clothing, fmgertess leather gtoves 
and pinned up hair make her stand out amomng other womemn and tuImn her 
into a tomboy 

TIiss' personality has chnanged too. Sne's no longer the girl from the movelts 
knowm to "giggle like aflapper` Now she's a dqecisive, brave wotmmam. 

She knows what she wants and She womnt hesitate to take Tisks in orqe to get 
t. Her mew appearamnce is also areflection of this cnange. Omne can opemnly 
admit thnat Triss grew up and is more mature, thnough she has lost mone of her 
personal charm amd grace. 
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-Triss… - She mumblea. 
-Teleport us out of herel! 
-No. Yenmnefer - Triss voice was calm. 
Amna veTy cola. 
-了 hey?L KiIIL US.… 
-No. Yenmnefer Twontrun.Twontniae 
pehina the Loages SKILL Ana have no 
fear Twont feint From fear like atSoaqaemn. 
TILDpreak itin myself Talreaady qia/ 


Amnarzej Sapkowsku The Laay of the Lake 
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The one at the front aiaqmnt car77 
amythin9. He haa a small axe at his 
pel ana a Iong Swora at his bac 太 
inascabbara coverea in the sKimn of 
tabby cats. A greem wet amna rufea 
Parrot sat on his shoulaer 万 e was 
the omne to hall themm. 

- Greetin9s! - 万 e hollereq, stoppin9 
in the miaale of the roaa with his 
arTms akimpo. -TaQ preferto meet 
awolfthanarman in aforestin 
thnese times, anaqa evemn then Ta rather 
greet him With a crossbowr bolt 

thamn with a gooa wora/' But those 
Welcoming others with sin9gingr 
those Introaqucing9 thermselves with 
music, are clearly stout fellows/ 

Or stout lasses, begging the 有 e 太 
laaqy's forgiveness! Greetin9s! 

T7m 2Zoltan Chiva 坟 


Amnarzej Sapkowsku Baptism of Fire 
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Zoltan Chiva 


The qwarf Zolttan Chivay is Geraltt's cordqial friemnd fromm 
the time evemn before the evenmts of tne first gaime. The short， 
Sturdqy qwarf kept his appearamce from the previous game， 
though of coulse his model was buit from scratch using OUT 
new graphics engine. 

Though our artists had mo dqoubts as to how 2Zolttan Would 
look im this part of the game, the fimnal model was created onity 
after the anatomy and proportions of the qwarven Tace Were 
redqesigned. With that basis, Chivay was givemn his face and 
distimnctive haircut. As a veteran of the Battle of Brenna, Zoltamn 
also keptthe military” element of his clothing, that is: a Wotm- 
out garmbisonm. 

Accordqing to thne literary original Zottan was armed With 
aSword, So We decidqed to go with thnat giving him exactty 
that weapon. It's cettainty a qeparture from the Stereotypical 
image of a dqwarf using an axe or aharmmer. 
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Vernon Roche 


Vermnon Roche, Commamnder of thne Biue Stripes - King Folttests 
Special forces - is one of the Imost important characteis im 
the game. Depending on the player's choices, he and Geralt may 
stand Side by Siqe. 

Vermnon is a comImon mam, elevated to his Yank by 
the Temerian king himself. At first sight he qoesnt look like 
a veteran of yealrs of fghtimng monhumans. His ctothes - a chap- 
erone and an Overcoat - TeImind us instead of a merchamnt or 
burgher. Howevei coupling this attire with his face and his 
IOoughn, unyielding persomnality Showcases the comtrast We aitmed 
at. Though Rochne wears a mailbemneath his clothes, ne qoeSsmt 
really need to be clad in steel to inspire Yespect with his appear- 
ance alone. Suffice to say thnat those who qismiss him make abig 
mijstake. VeInomn's Iank and position ae Signified by the Biue 
Stripes insigmnia he weals, as well as bythe medallion bearing 
the crest of the kingdqom he serves with his full qdevotion and 
compliete dqedication. The wordqs "For King and Temeria become 
atrue oath in his mnouth. 


Vernonmn is am 
experiemced soldieT 
Who rarety patrts 
Withn his arms. 

也 is main weaponmn 
is atwo-hnandqed 
Sword, though 

he also calTies a 
heavy mace and 
abacksword. This 
Selection of arfms iS 
quite different thnam 
that Used by Geralt. 
Umlike the Witcher， 
Roche prefers to 
fght with less 
fimnesse, but Imore 
brutally. 
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-Juadging by that cocFkaae. 
yourye in Kin9 Demavenas 
Special forces? 
- Yes. my Iadqy. 
- YOUr ramK2? 

- Captain. 

-下 xcellent /..J) Demavemna's 
amy asTcamn now ascertaim 
to my satisfactiom FnalIy 
9rewahabitofhanaing out 
o 摧 cers patents to solqiers 
With balls. 


Amnarzej SapKkows1 
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OnmIy one elf ascoiatael 
from IJorveth's routea Un 让 
recemntIy heaviiy torturea in 
the DZaunar 双 was calm ama 
collecteq, busily inscribingr: 
“Freeaom or aeath "on 
the timmber wall. 


Amnarzej Sapkowski 
Baptism of Fire 
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LIorveth 


Iorveth is a chnaracter created from Scratch for 
the Second Witchner game's story. There are Precious 
few references to the elf of tnat mame in thne moOVels. 
These inspired us to expand him into a fuliy 
fledqged character. 

We wanmnted Iorveth to be a person equally capable 
as amn adqVersalry and as an ally. The cooperatiomn 
between attists anmd desigmers allowed us to achieve 
the qdqesired effect. 

Iorveth is the commamndqder of one of thne last eltven 
units that still fght humamns. The eltf's omce beauti- 
ful face is mow crueltly scarred - that is the price he 
paid for his qetertmination. The Aemn Seidhe's pridqe 
Imakes him comnceal tne Scars, So he Covers patt of 
his face with a coWL His clothes are a Immjxture of 
human and elven garments, typical of the Scoiatael 
guerillas. Ome detaitthat Stamds out is a collectionm 
of badqges from the Special forces that humamnm king- 
doms rectruit to fght nonhurmamnms. Their Oowmers 
had the misfortune of running into Iorvethn and 
he only lacks Vernon Roche's badge to Imake 
thne collection complete. 


Iorveth s weaponmn is a real 
masterpiece of elven hamdiwork. 
The bow's stlenqer qouble limbs 
are powerful enough to Launch 
an arrOwW that Will pierce Imail 
armor like alinen shirt. It's 
a combination of elegamce amd 
Imurderous efficienmcy, a fact 
many an Untucky qh'oinne 
would attest to if they still coulda. 
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有 CHARACTERS | MAIN CHARACTERS 


Dethmold 


Dethmoltd of Ban Arqd is a Sorcerer for whom any and all ethical 
and Imoral norms have ceased to exist. Since his brother qied im 
the incidqent at Thanedd, Dethmoltd changed altot. And not for the 
better. He womt hesitate to follow any meams to his enmds, treating 
otheris like tools and trampling more than one corpse omn his Way-. 

The above ilustrations Show the piocess of creating thjs chnar- 
acter'Ss Concept art. Visions of tne Sorcerer Sometimes qiverge 
from omne another wildqty but al hnave omne thing in cormImonmn 
- we wanted to Imake the character Unsettling in a Way. He is 
Imost cetrtainly not amice old manmn that one might wamnt to leaVe 
one's younger Siblings with . 

Dethzmmoltd is a wind sorcerer, therefore his Imost qistimctive 
possession is his staff that enmds in an amneImoscope weathervamne. 
He has a Sack and bottles of magical infusions on his bett. We also 
couldnt omit armor fragmenmnts Worm Imore for aesthetic Teasomns 
than for pifotection.Tnis way the Ban Ard sorcerer fits the fashiom 
Style we dqeeImed typical of his confreresS. 
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“Aftera while. Keira Metz returmnea 
put not alone. She was accompamniea 
pya faxen-hnairea sorcere7r whom was 
introaucea to Geralt the aay before as 
Dethmola of Ban Ara. The mamn cuUrsea at 
the sight of the Witche7 slamrmming Ris Ast 
into his opemn Pal7m. 

-Damnmnl/ rs he the one Yenmnefer is so 
fona of2? 

- Yes - Saia Keira. - Ceralt of Rivia. 

The problem is Tve no Idea how are 
things With Yemnmnefe7. 

-Neither aoT- Dethnmola shru9g9eda. 

- Either wa hes involvea now. 万 e saWw 
too muchn. Take him to PhilipPpa, she1l 
aeciaqe. Bina Rhim. 


Amnarzej SapKkowsku Timme of Disaain 
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CHARACTERS | MAIN CHARACTERS 


But the assassin was mnot 
amnovice. 万 e stoopea amna 
also startea circling, his pace 
Soft Like a catSs. SuqademnI7 he 
Jumpeaq whirlea his swora. 
amna themn whiriea himself 
Shortemning9 the aistamnce. 

The witcher aia not comfront 
him. 万 e was content with a 
SWiIft upper feint that forced 
the assassimn to JurmPp away 


Amnarzej Sapkowski 
The Swora of Destiny 
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Letho 


Letho is Witcher Geraltt s main antagomnistand was dqesigmed 
to be aliving contradiction. Muscular nanmqds, a thick neck, broad 
chest and athick brow are teminiscent of an ape, but thnat huge， 
bald manmn with a wirestlers build moves Swiftty and gracefully like 
acat. The face fitting a qumpb brute shows no emotiomn, but that 
facsade comnceals a cold, calculating mind. 

The mysterious kimngslayer's idqentity Temains a ImyStey 
through much of the game's Story. Its obvious he's respomnsible 
for the dqeaths of at least two ITulers of the Northermn Kingdqoms. 

了 贡 e SeeImingly cooperates With thne elves, but it quickty turmns Out 
that the Scoiataelt guerillas are but tools in his hamds. In time, it is 
Ievealed thnat he's following his ownm Imysterious plams. 

Letho'ss clothes are Siimple and functional. The Steeve- 
less leather jacket, mnultiple belts and bucktes holdqing TeseTVe 
weapons and mecessary equipment and above all else the Sword 
Wormn on the back, are immediately reminiscent of Witchner geadr. 
Letho is our hero's equal both in terms of his abilities and his 
equiprment. 


1]121 


Apart from his physical traits as 
desctibed in the movelts, Such as a hamnd- 
Some face and amnoblte piofile, we took 
Foltest's persomality traits imto comnsid- 
eration when dqesigmning his appearance. 
The novels paint a picture of a Strong 
imdependent TUler Who breaks all norms 
according to his whim. That qescrip- 
tiomn resulted in his current appearance: 
that of ahandsome midqtle-aged mam 
in good shape. His regular features are im 
harmomny with his firm, qetermined air 
and Stightty WwWIVy Imouthn . 

The front of thne momnarch's rich attire is 
adorned with aheraldqic Shieldq. A keemn eye 
willrecogmize more than just Temeriamn 
lilies - the cross moline of Brugge and 
the coats of arms of all other qomainms 
Under Folttest s Toyal TUle are on qisplay-. 


再 enselt the kimng of Kaedwem, is 
amassive, bearded Imamn With the appear- 
ance of a Ifobber. Greedy amd Violent, he 
has always beemnm a problem for his meighn- 
bors. He omce colluded with Nilfgaard to 
Satisfy hnis texritorial atmbitions, and he 
Would surely do so again 放 让 would bring 
him any benefits. His hatred for the nom- 
humams is widelty knowmn. 

When dqesigning this chnaracter We 
wanted to comnvey Suchn pefsomnality traits 
as bojisterousness and intramsigemce. 
Apart from his huge frame, the Small， 
piercing eyes and fulfrowed brow are his 
most qistimctive features. These comnvey 
his Violtlent obstinate qispositionm. 

The emnctlosed crowm of a Sovereigm TUleT 
reflects his attitude to ruling. Hemsett 
defimitely qoesm't like others to tell him 
what to dao. 


和 月 CHARACTERS | COMMONERS 


L..J Iocals ana visitors alike Were for 

the most part occUPpiea by activities 
typical for their nation or professiom. 
ResPpectable merchants quarrelea with 
awarves about prices of gooas ana Ioam 
interests. Less respectable merchants Pin- 
chea the arses of the 9irls Qistributing9 ale 
amna cabbage With peas. Local iaqiots pre- 
tenaeda to be well informead. The 9irls triea 
to IooKk attractive to those With momne 双 
amna to aeter those without it at thne sarme 
time. Drivers ana fishermemn qQramnk as if 

a ban on 9rowing hop was to be issued 
tomorrow. Sailors sang a Song praising9r 
the sea Waves, the bravery of captains'， 
amna the 9races of mermaias, focusing9 on 
the Iatter with great aetail. 


Anarzej SapkowsKkl The Lesser Evil 


The vast majority of people Geraltt meets are Simplte com- 
Imomers. Craftsmem, Imerchants, Scholars, Whores, fishnerrmen， 
innkeepers, childqren - the fotk of towms and Settlememts of 
the Northermm Kimgdqoms, usually busy with their qay-to-dqay 
affairs. This section is about them. 

The background characters are an important eleImmemnt 
of evely fictional world - they make it more believable 
and colorful by living out their lives besidqe the main story-. 
We made tried to Imake them as qiverfse as possible. Thamks to 
modular buildqing of characters, based on differenmt clothing 
elements, we achieved a wide vatriety of qifferemt ctasses, pio- 
fessions, gemqders and ages. 
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Attention to realism and qdetaits of 
appearamnce was as itmportant to the 
design of backgroumd characters as it Was 
im the dqesigm of other elemenmts of the emvVi- 
Tomnment. Details Such as abag, a pouch， 
alaqdle at the beltt, a knife, amug or a Key 
ring make the character look less gemeric 
and more mnatural - we camn Suggest that he 
Or She qoesmt carry these items for Show， 
but thnat tneyTe important for his or her 
Occupation or profession. We wamnted the 
Streets in Thne Witcher 2 to be full of real 
people not out-of-comtext "extras” in their 
medieval Sunday best. 


The priests were created as a Separate backgrfound grouUPp. 
We attempted to attain the appearance of a clergymanmn without 
suggesting any Specific religion. Theseillustrations qepict 


the Work's fimal appearamnce, as well as initial SKetches of faces 
and ctothing detaits. 
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有 CHARACTERS | COURTESANS 


Whores, strumpets, coOUItesamns， 
“women of negotiable affection'” - whatever 
one might call thern the represemtatives of 
this profession are an element of the game 
World. Though the initial SKetches cam be at 
times quite different from their fmnal appear- 
ance in game, IOoking at the idqeas thnat Were 
the basis of the fimal look Imight be worth 
youl white. Hair cut Short and clothesre- 
vealing tegs are Something of a call-Sigm 
of this profession. Detaits Suchn as jewetry， 
tattoos or gatrteTs coOmptete the itrmage. 
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Sorcerers and SOTCcelresses are am inherT- 
ent elemenmnt of most fantasy Worlds. Thney 
play a Special part in the Witcher universe,， 
as theyTe apowerful faction that influ- 
emnces the politics and status quo of the 
Northnerm Kimngdqoms. We wamnted to Imake 
piominent qistinctive SOTCereT peTSsoO- 
mas. They Were SUpposed to look a bit 
eccemntric, but also to comimamd respect. 
Bands, trimzming amd Scroltls Coveried im 
magical SyImbols Sigmnify their Status amnd 
profession. 


Sorceresses are Imore eager to Use 
their Powers and abijlities im ordqet to SlowW 
dqowm the aging process and to emphasize 
their beauty, So Imost 1ook no oldqer tham 
thirty-Ssomething. Their clothes, whichn 
are avariant of Courtty attire, are both 
fashionable and provocative at the Same 
tiime. We cam See SoIme VerSions omn the 
neighboring page. Sorcerers Weat alImor 
elerments, SUuch as epaulettes or gloves， 
mainty as qecoration. These still serve to 
Underline the aggressive and qestructive 
aspects of thne powers they WwWield, just as 
mundqane weapons do. 


有 CHARACTERS | NONHUMANS 
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Working on the qwarves' appear- 
ance was not ahnuge problem. 
Our artists made a satisfactory 
image of the Iace Very quUickity， 
providqing us with a solid basis for 
further WorKk. They focused om adqde- 
quate DPIOportions and phnysiogmnomy 
first and foremost. The aim was to 
create believable qwarves, a dqe facto 
Separate Species and mot Sitmplty Short， 
bearded humans. The effects camn be 
seen on the in-game graphics foumd 
omn the neighboring page. 
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诗 CHARACTERS | NONHUMANS 
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The assimitated elves are the omes that 
chose or Wete forced to live among humamns 
by various circumstances. Therefore they 
often meet with qisdqain of their prouder kinmn 
and opemn hostility and intolerance of their 
new meighbors. Despite that, it s tne omly 
altermative for mamnmy. Their ctothes qepend 
on their profession or Social positiom, but it's 
usuallty amix of their indqigemous clothes with 
elements of humanmn clothing. This qistimctive 
Stylte gave Us alot of leeway when dqetailing 
their fmal imadge. 
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有 CHARACTERS | NONHUMANS 


Thne world created by Anmdrzej 
Sapkowski is still inhnabited by Small 
groups of the Aen Seidhe - pioud pure- 
blood elves who Still practice the cuUstoms 
and tradqitions of tneir people. 

Before we began work omn the appear- 
amnce of assjtmijtated elves living amomng 
humamns, we created nuImerous comcept 
drawings dqepicting thnijs Trace's image im its 
original "pure form. 

The Sketches and drawings qepicted om 
these pages represent but a Small fractiom 
of all thne projects our graphic artists Immade 
before the final iimage of the cltassical 
elvenmn culture was created. This image 
thenmn served as the basis for other grYOouUps 
amnd factiomns associated with that race. 
Allthe work qone for this part of the game 
Would fi another albumm. 


有 CHARACTERS | NONHUMANS 


The Scoiatael or the Squirrelts, js 
the overall name for all nonhumam 
freedom fighters. These jllustratioms 
depict thne elves fighting in their TamkS. 
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The guetrilla Scoiatael often lack equip- 
ment food and weapomns. We fett it logical 
that thney would sometimes have to Use 
elements of armor amd clothing captured 
during attacks on humam caravamns Or 
Simply looted from the corpses of van- 
quishned ememies. We Suppltemenmnted this 
idqeaby adding trophies in the form of 
masks worm by the worist of their Sworm 
emnemies - the Blue Stripes, the Temerianmn 
Special forces. Squjrrel tajts Worm as 
decoration are amnother interesting qQetail 
- the Scoiatael owe their mame to them. 
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The class, age, Diovemnamnce, height, coTrDPUlemce or 
mationality do not matter. Whether because of necesS- 
Sity or lifestyle preferences, they are all comnmnected by 
their warrior profession. The witcher will meet many 
watiiors qurimng his journey, from steel-clad kmighnts 
of thne ordqer, through simplte memn-at-arms to bamdits 
and Imarfauders. They can become either his mortal 
enemmijes or faithful alties. 


During work on the watiiors equipIment OUT 
graphic artists used both scientific publicatioms as 
well as historical accoumts - paintings, etchnimgs， 
drawings and fencing treaties. They made Sure that 
every faction or Imilitary formation would have a Set 
of qetails based om their pIovemamnce and trainingh， 
that would qistimnguish them from other groups. 


The coltor illustration omn the mneighboring 
page dqepicts the dqesigmn of the arms and armor of 
Adam Pamngratt's IneTcemnaries. These profession- 
als have earmned their reputation as qeaqly oppo- 
menmnts. If the pay is qecent they fear meither mam， 
nor Imomnster mor Witcher. 
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The iustrations above dqepict a gallery of bamdit 
characters. Modular character qesign allowed Us 
to create ColorfutL varied figures in thjs case, too. 
The randqormly chosen parts of armor equipment 
and headgear from valfious classes and profes- 
Siomns, as Well as the qiversified weapoms, give 
thnem aragged appearanmnce. 
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有 CHARACTERS | FRACTIONS 


Kaedqwen is akingdom in the mortheast largely covered in 
thick forests. Compared to Redania and Temeria, it s abit Out 
of tne way, So when we were dqesigning Warriors hailing frormn 
there, We qecidqed to Stress certain Trusticmess im their appearamce-. 
The Kaedqwenmni sotdqiers are armed with heavy axes amd ImacesS， 
and thneir heumets are based om ealty kettte hats. Because of thne 
coldqer climate of their land, they dress walrmer thamn thneir Southn- 
WwWestermn coumnterparts - the tunics with the Unicorn coat of arms 
are Suppltemented with heavy furs placed on their snoulders. 
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The edquipment of Temerian knighnts is based on 15th cemtulIry armor. 
Plate armor is Worm over thick gambisons and the breastplates of Folttest's 
men are adofmed with qistinctive lilies. 


TheKaedqweni knights also 
follow the Same comcept. 
Their equipment inctuding 
thne basinet helmets, is histori- 
cally 100 years oldqer thanm the 
Temerian equipment. They also 
dqress walmer and detaits SUchn 
as belt fittimgs and armor qecor 
im the Shape of oakenm leafs Immake 
them stand out whemn compared 
to the kmights of other factions. 
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The Bue Stripes are an elite Temerianm 
Special forces umnit. Created to fighnt 
the Scoiatael they proved their worth 
many times, evemn in other SituatiomsS. 
Theyretough veteramns almed to the teeth 
-the best of the best. 


Work on their appearance began with 
Sitmplte comncept Sketches and dqesigmind 
their overall appearance. The illustratioms 
Visiblte here dqepict various stages of the 
process. Thne black and white Sketches 
comncenmtrate on equipment and Weaponmns. 
Though theyTre not mealty as armored as 
kmnights, theyre more Imobile and versatilte 
than thnem. As Foltest's most trusted menm， 
the Blue Stripes have access to practically 
any equipment they meed to complete 
their missions. The combination of all 
these traits resulted in an equUivalent of 
amodermn anti-terrorist Unit. 
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-JIfFyou woula allow me, lady ana 9emntiememn -atone all 
too familiar to those present entereqaQ Shilara Fitz-Oesterlens 
voice' a tone meamning that the ambassaqor comnsiaers his next 
Woras to be extremely Important - 和 you woula allow me', Iaaqy 
ana gentiemem, Tshall reada the contents of the aiaqe memorie 
Treceivea from is JImperial 五 Ighmness Emhyr var Emreis, py 
the Great Sun's grace the Emperor of Nilfgaara.. 
- Oh no. Not again - Demavena 9rittea his teeth, ana Disktra 
SimplIy 9roaneda. Tt aiad notescape Shilara's attentiom for 让 
COUIQ mnot. 
-The note is Iong - he aqammittead. - ThereforeTwWil sumrmmarize 让 
insteaa of reaaing 让 is JTJmperial 瑟 ighmness expresses im7memse 
Pileasure on how the ne9gotiations proceea', anaq asamamn of 
Peaceful qispositiom he happily welcomes the comprommises 
ama recomciliations achieved. Fis Jmperial 互 1ighmness wishes 
the negotiatiomns to progress ana emna to mutual bemeit. 


Anarzej Sapkowsku The Lady of the Lake 


The appearance of the emissaries from the Niltfgaardqian Empire 
in the game allowed us to introdquce a ptethora of colorful charac- 
ters that stand out from the inhabitants of the Northn. 


Work on the final appearance of 
the Niltfgaardqian soldqiers took some time. 
We obviousty started with coltors - blacK 
clothes, golden ormnamenmnts and the Symbol 
of the Sum. The Sketches cltearty Show that 
we had some veiy exotic comcepts for 
the almor and equipIment. 
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We finalliy dqecidqed omn armament 
tnat Stylisticallty feseImbled the early 
Remaissanmce. We focused on creating 
the Soldqiers of an “evil empire"” looking 
Like a represemtatiomnal company. 
Elemenmts Such as highn topped boots 
allowed us to optically Stemnderize 
their profitles. The final element Comn- 
tributing to thnat effect is the form of 
the Nitfgaardqian hetmets, simitar to 
German heumets from the first half 
of the 20th cemtury crowmed with 
the black wings of predatory birds. 


Shijlard Fitz-Oestertlem the Emperors emijssary, Was SUp- 
posed to look like a qiplomat with years of experiemce at first 
Sight. The comcept Sketches above Show the initial qesigmns of 
thnis chnaracteT. 

The black-and-goltd clothes of the Nilfgaardqian ermmis- 

Sary follow the Imperial fashion. The rimgs, tne cane amd 

the medaltion with the Symbol of thne Sun sigmify his status 
and function. The ormnate armored gtlove omn his Yight hamd 

js a veiled threat in a Way - 让 Symbolizes thne Imperial might 
that he Yepresents. This olqer mam Wears a Imask of coOUrteSsy 
on his face, but in teality Shitard is a consurmmmate politiciam， 
playing his carfds like atrue Imaster. He'Ss a completely differenmnt 
kind of opponent - etmbodqying not persomal armed power but 
the Stremgth of a truly Machiavellian minda. 
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TheKayram knowmn as the Old Mam by 
the people of Flotsamm, is afiver Imomnster 
telated to the aeschmna. Its hard to tel 
Whether it is a sepatate Species or a 
Singular Specimen with a unique muta- 
tion. Ht qwells in the qepths of the Pomtar 
where it can remain hiddqemn dqespite its 
Imomnstrous Size. It consumes mearty eVe- 
Iything that faltls into its mmaw. The Oi1d 
Mam hunmts its Victitms while hidqdqem 
beneath the Surface, pulling cows, horses 
or UnwWaty drunk Sailors from the wharf or 
the qecks of passing pumts. 

TheKayran's anatomy comntains elte- 
memnts typical to both crustaceans amd 
cephalopods. Its elongated thorax is 
hidqdqen beneath a knobby chitin carapace， 


and three pairs of Limbs facilitate its 
Imovement on the Tiverbed. Its Long, thickK 
temtactes allow it to capture piey and cary 
it to its toothed maw. At the Same time， 
however theyTe one of its Weak Spots. 
Unlike the thorax, theyTe mot covered by 
its hard shelt making them vulmerable to 
attack. LUcKkily, thnere are mno creatures im 
its matufal ecosyStem that could threatemn 
the monster in any way. The Old Manm is 
at the top of the food chain in thjs sectiomn 
of the Pontar. One would need more tham 
a Sharp Sword to dqeal with this Imomstros- 
ity - those who would hunt 让 Without 
Droper preparation and abilities would 
Simply become its mext Imeals. 
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TheKayran is the main Imomster thnat Ceratt fghts in the first 
act. It is based on the aeschma from the movels Which the Witchner 
faced on the Temerian-Redanian border along the Pontar mear 
Oxenfurt. As we Worked om 让 however the ImomnsterSs appear- 
amnce became unidque, and its Size became immemnmse. Therefore， 
we dqecidqed to make ia mew creature, firmly Tooted in the local 
fotklore of thnis part of the World. 


In the game's second act, Geralt will have to lift a cuUrse 
from abatttefield where the Souls of the fatllen fight an etermal 
battle and canmnot find rest. To dqo so, hneUhaveto face a Diraug 
-acreature borm of wrath blood and hatred, an Unchallenged 
TUler of a cursed dqomainm， 

The Draug is one of thne most dqangerous Oppomnenmnts in 
the emntire game. The momnsters huge form towers Over 
the lesser wiaithns. Its bodqy is made up of remains from the 
battlefield - tfemmants of shnattered Siege engines, brokem 
Spears, Swords, torm leathner belts, bent armor plates, bardqing 
and shieldqs. Crackling flames and a crest of Smoke cIOWm its 
Snapeless head. The Draug is thne battlefieldq's master and 这 
exists only to fight and Ki 


These ilustratiomns featulfe VarioUs 
phases of work on the Draug's fimal 
appearance. Before the fimal VerSiom 
Was Selected, Imamny comncepts were emter- 
tained, especiallty concerning its head. 
These inctuded huge famnmcy Steel heltms 
adormed With snattered hormns, a WIOUGHt 
mask, a famntastical creature's Skulu a brass 
bell hovering above it and evemn a com- 
pletely headless shape, where the head 
is Yeplaced by a crooked beam With a huge 
carrion bird Sittimng om 让 . 


本 MONSTERS | DRAUG 


The first sketches had the Diraug taking 
the Snape of a ghastty Walliior atop am 
equally Immomstrous Immount mmade Up of 
the bones, armor and corpses of the falten. 
We ulttimately went with another Versiom， 
ome less evocative of a wjighnt and Imore of 
apersonification of the batttefieldq itself 
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When we dqecidqed to introdquce 
a dragom We knew perfectly welt tnhat 
Creating this creature would be one of 
Our greatest challenges in the enmtire gamme. 
Unlike the Kayran or the Diraug, which 
We could create emjoying a lot of leeway， 
elements of a dragom's appearance are 
Vely Strfomngly tied to the canonmn of famtasy. 
On one hand, we wamted to Tise up to 
the gamers' expectations Tegardqing SUch 
an epic Imomnster. Om the other we diqmnt 
want to piopagate Stereotypes or cliches 
but to dqevetop our owm, original Vision of 
a dqragom, worthy of the Spot it oOccupies 
in the story- 


晤 MONSTERS | DRAGON 


The work, of course, began with a Seties 
of comcept Sketches. Determining the 
reptitle's fmnal appearance meant we had 

to prepare a Widqe Selection of test qrawW- 
imgs. At this stage we attempted to create 
as Imamny differemnt visions as posSsible, in 
Order to choose thne one we found to be 
Imost Suggestive. The presented illustra- 
tions are but a fraction of the results of our 
efforts, but they Still snow the qistamce We 
COVeied before we had the effect we Were 
going for. 
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Despite its huge Size, With its mmassive Shouldqers and Wide 
chest the qragon is not alanguid giant. These have an ana- 
tomical justificatiom, too - here the muscles moving the Wings 
during fight are attached. The creature's torso is, qespite all 
appearamnces, quijte Stlender and Stighntty thinmner at the Waist. 

The combination of thesetraits brings a greyhound's stiim shape 
to mind. Thne head, placed on a muscular neck, js adqormned with 
apair of shnort horns, and the wide jaws are filled with pointed 
teeth. Thne dqragonmn is aterrifying opponent, fullty qeserVing its 
fearsome reputation . 
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Elemental 


- Sorcerers - explainea Krepp - araw their power from mnatural forces, omr more precisely the so caliea Four 
Elements or Roots. Ai Water Fire ana Earth. Each element has its own Dimemnsiom callea a Plane in the sor- 
cerers argot So there isa Plane of Water a Plane of Fire ana so on. These Dirmemnsiomns, inaccessible to Us, are 


Inhabitea by creatures callea 9emies. 
Anarzelj Sapkowskl The Last Wish 


Just as gemnies are tnhe mative inhabitants of 
the elemental planes, eleImemtals alte leSsSsel citeatures 
bormm of the magic dqrawm from omne of the Elemenmnts. 
They are Iadically different in appearamce and Size. 
When propelty controlled, theyTe completely obedi- 
ent to their Oowmers' will. Powerful magic is mecesSsay 
to create omne, thnerefore theyTre usually only created by 
experiemced SorcererSs. Most often thney are empltoyed 
for tasks that qo mot require fimesse, but brute Strength 
alone. They'Te excellent as guardians of important 
items or places, readqy to Kill either all intrudqers or just 
those who they were told to. They know no painmn, they 
do mot tire, tney do mot Sleep, they Show mo Imercy or 
fear, they are unflinchingly loyal and mever dqemand 
raises - in a Word they'Te idqeal ServamtsS. 

The elemental in Philippa Eiltnatrt's laboratory 
was ceitainty not mmade with gardening or qusting 
in mind. Made of clay and wooden beams, its mot 
the epitome of fimesse, but its mighty arms comimmand 
great Stremgth. Instead of prehemnsile hamqds, 让 Was 
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given bludqgeoning maces bristling with Splinters of 
wood - they arfe used to Smash and crush anything in 
its way. The elemenmntals head and fists are Wiapped im 
bands covered im magical Symbolts and arcamne Sigms. 
These animate its bodqy and make it unfaitingty obedi- 
emnt to its ImjstreSssS. 


旺 MONSTERS | OTHERS 


Har 


The list of creatures that camn be blamea for the aeea is quite Iong. 1ts opemnea bya pacK 
of savage aqaogs', a plague quite common in wartime. You cant imagtine What sSuch aogs 
are capable of Half the Victims ascribea to chaotic momnsters is in reality the WorK of 
Packs of savage backyara mutts. 
- So you rule momnsters out? 
-Not at all. Lcoula have beemn a Striga, a harp a graveir a 9ghoul… 


Anarzej Sapkowsku Baptism of Fire 


The harpy is a winged humamnoid. It's as Large 
asaman, butits wingspan Stretches several yardsS. 
Its bodqy is a mockery of humam appearance - Wiin- 
Kkled Skinm, sagging breasts and an oval head covered 
in thin, long hair make it resemble an old womam 
from one anglte and a carrion birdq such as a VuUlture 
or a condor from amnother. The front of the face has 
abony beak which thne harpy Uses to Tend its prey'S 
flesh amnd to crushn bomnes to get to the malrow. It atso 
Uses its prehensite fronmt limmbs to that enmd. Both its 
hands amnd its feet end in shnarp talons. 

These creatures are knowm for their telepathnic 
abijlities. They can penetrate a Victim' s mind and 
Steal its dreams. Their talons and wings are edqually 
dangerous. The former are Used to shred oppomenmts 
to pieces, the tatter to land mijghty blows. Harpies cam 
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create piimitive weapomns and baubles from the bomnes 
of kiled animals and humamnms. They buitd their mests 
and lairs in imaccessiblte places - amomng Imoumtain 
peaks and Tocky Iavines. 

When we wete creating this Imomster - haltf numam， 
half bird - we wanted to Imake it really repulsive. 
The nearly hairless bodqy and qrooping Skin snould 
reImmind people of carrion birdqs. One Sketch inctudes 
Several variations of the harpys head. Thne atrophy 
of its eyes is aresult of the Imomnster qdepemnding om its 
Scemt amd pSychic abilities to locate its Victimn. 
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Nekker 


Claws scratchea on the beams to the IJeft ana another momster suadaemnly Jumpea from beneath the briq9e. 
The others ran forth in amazing Ileaps. The stranger turnea in place, his sworaq unsheathea 9oqas Know whemn. 
fashea. The heaa of the creature climbing the briage was catapultea two yaras Into the ai7m trailing bloodat. 
The white hairea mam Jumpea into the miqst of the other creatures, SWirleaQ, hacking Swiftiy left ana ri9ht 
The momnsters, failing their arms ana howiling Iangea at him From all siaes, not caring forthe Iuminous blaae 


cutting9 thermn LiKe a razor 
Anarzej Sapkowsku Something more 


The creation of the nekker was inspired by the 
creatures that Ceraltt fought in one of SapkowSKkis 
Short Stories. The Scene featuling the fight againmst 
the mijsshnapen hordqe of murdqerous midqgets Was SO 
expressive that we began Working omn the appearamnce 
of amew opponent. The mnekker is the final effect, and 
though it's somewhat qifferenmt from the Imomnsters 
from thne literary original it certainly is their Wortny 
SUCCeSSOT. 

Nekkers are Small humamoid creatures that live im 
forests. There, accordqding to rumor they qig Under- 
ground tunnelts whnich they use to Imove about Swiftly 
and efticientty. Stooping humanoids with Iong upper 
limbs that Stretch atmost to the ground and end with 
Sharp claws, tney resemble Imijsshapem, qeformed 
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childqren. Their hairless heads tucked omto the torsos 
make them look comical but this is coumtered by 
their toothed Imaws. 

Despite thneir small size, mekkers Snould not be 
underestimated. Theyre mortallty qangerous because 
they hunt in packs. Thoughn one mekker is a meager 
opponent at best, alarge grIoup is ateritifyimng killing 
machine that is constantty hungry. Mamny unway 
travelers of woods and forests have become Victims 
of their appetite. 
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Trol| 


One aa Triade up ana what ao Tsee2A briage. Ana unaer that briage Sits a troll ana aermamnas eveTy passerby 
Pays him. Those who refuse have a le9 injured, sometimes both. SoTg9o to the alaerman: ,五 ow much will yoV 
9ive me forthat troll2” Des amazea.v, What are you talking about2” he asks ,Who will repair the briaQge ifthe trolls 
not there? e repairs itregularlIy with the sweat of his brow'; Solia work jirstrate. jts cheaper to pay his toll” 


Amnarzelj Sapkowskl The Voice of Reasom 


After years of Living near humam abodqdes and Some 
level of coexistence' it's qifficult to clearty classify 
trolts as Imomsters. Its an intelligent race (though one 
should not coumt on ahnigh level of that inteltigemce) 
that camn be reasoned with. Troltls are good craftsmenmn， 
especially when it comes to woodemn comnstructionm 
-atrollliving under abridge and collecting toltls for 
cioOSsSsing it is mealty PITOVverbial. One Imust keep in 
mind however that above all else trolls are huge, mot 
Vely biight brutes. Tirolls form afamilty with a Singlte 
partner Similar to Imarriages, and their family life 
often reseImbles thnat of humans, with al its bright and 
dalk Imomenmts. 

As they have lived near humans for so long, trolls 
have adqopted some of tneir customs, like the Use of 
piimitive ctothes. They'Te also familiar with jewelry， 
though it's mot certain if they pioperlty understand 
the function and meaning of the items they Use as 
Such. Stil a wagon wheel worm around the meck， 
alanterm or armor eleImenmnts Seem to fit their aesthetic 
tastes. Their Supertior Size allows them to use Large 
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Sacks or batrels as Small pouches amd comtaimersS. 
The illustrations present a gallery of troltligures， 
along with the uses they found for abanqonmned， 
acduired or stolen itemms prodquced by their smaller 
meighnbors. 

We wanted The Witcher trolls to be differemt 
than the Stereotypical image of the Species Widqelty 
popularized by games and fituims. As you camn See, the 
final concept is far reImmoved from the imitial Sketches. 
The squat bodqy, Iong hands amd Short legs Still make 
it misshnapen and grotesque, however we qecidqed thnat 
an imnversion of pIoportions was in ordqer. The trolts 
Overgrowm head is firmly placed om the torso, thus 让 
SeeImas the creature has mo meck. The appearance and 
Singular traits of indqividqual Specimemns differ, as cam 
be ctearly seen from the above combinatioms. 
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Rotfend 


- Geralt pointea out the Iast hangea mam who, though aamng9lea hi9h, haa blooay stumps 9ashea with claws 


amna with visible bomnes. - LooFk. Jts the work of 9ghouls. 


- Wraiths? - Zoltan Chivay steppea back ana spat 
- Necrophages>” 


Anarzej Sapkowsku Baptism of Fire 


Rotfiends are the qistanmt relatives of ghnouls， 
mermbers of thne broad famity of necrophages 
- creatures feeding on human and animal coTpSesS. 
When making thnis creature, Our gfaphic artists had 
atlot of leeway to give it as qisgusting a presemce as 
possible. They achieved it by combining an ama- 
tomicallty nearty humamn appearance with qisgusting 
deformities. 

The rotfiend's head qraws attention immediately. 
Its eyes qisappear in fotdqs of white, qough-tike flesh. 
Is maw is a gaping holte filled with crTooked yellow 
teethn. The back of its SKulL covered with outgrYowthns， 
is Swollen with the gases gathering imsidqe. The crea- 


ture's frame reseimbles alean humamnoid, but that's all 


it has in comImon with any Living creature. The rot- 
fiend's bodqy is aumost Skinless, revealing knots of 


ImuUscles. Thnese grant it qexterity amnd agility its mmain 


coimbat assets. The front of its chest is adqormed with 
Sharp breastbomne and Tib SDUrTS. 
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Just like other necrophages, the Totfiemd is 
also a post-comjunction creature, the reSsult of 
the Comjunction of the Spheres - amagical 
catactysm that brought new Species amd Imomsters， 
UsSsually hostile to humams, to the Witcher universe. 
The rotfiend qoesnt have an ecoltogical niche, So omne 
dqoesnt qisturb the balamnce of naturalielationmships by 
Killing 让 . 
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Arachas 


Because evemn amn orchia only resembles a fower in Ysgith sometimes ana in reality is a venomous arachas. 
We1l have to Keep Damndaelion on short leash. make sure he aoesnttouch anything. Especially since theres 
no shortage of plants that Like to Supplement their chlorophyll aiet with a piece of meat there. With sprouts 
Fivaling the effectiveness of arachas vemnomn in comntact with sKim. 


Anarzej Sapkowsku Baptism of Fire 


Before the above final appearamce of tne arachas made our WorKk Imore difficult but on the other， 
was Settled, mamy other Concepts of its Visage Were the alttists designing the creature had Imore Leeway. 
created. The Polish name, crabspidqer was OUT The iuustrations of thne evotution of its appearance 
main imspiration - mainly things asSsociated with piove that, as do the valious Versiomns of indqividqual 
the animals its composed of. We knew from the Specimemns. The "forest' valiants are esSpecially 
beginning that the creature would be an overgTrowm interesting, as thne creature Uses either a tree-trunkK 
hybrid of both arthropods. Is camouflage abijlities orahuge pinecone - with the tatter helping its cam- 
and the Symbiosis thnat real-life hermit crabs Share ouflage and mimicry. Thamks to Such camouflage， 
With sea aneImomnes inspired oul attists to Imake 让 the arachas is able to blend with its Surroumdings 


Similar to that creature. The predator's unevemn amor perfectty and await ctueless Victims， 
provides its thorax amd foreliimbs with amplte protec- 
tiom, but the momsters vulnerable abdomenmn requires 
additional protection. The specimen guarding the 
enmtramnce to Iorveth s hidqeout covers its hindquatrters 
in ahuge shnell. 

Only a few casual notes about the creature cam be 
found on the pages of Andrzej SapkowSski's movels. 
What dqoes a creature thnat is a hybrid of a crustaceam 
and am arachmnid Look like?” Why is 过 called what iiS? 
On one hamnd, the lack of a more detaitled dqescriptiom 
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OOD 


Zej 9apK 


FLASHBACKS 


The player's qecisions and choices have 
comnsequemnces for their story. Heltping 
Vernon or allying with Iorveth dqefending 
Vergem, relieving the Scoiatael - thnese 
evVemts are Tecalled through retrospectiomns 
- partiy animated dqrawings, ilustrat- 
img important moments and the story'S 
turning points. 

These dqrawings also qepict another， 
equalliy important element - the Imemo- 
ries of the Witcher'Ss past. Combined with 
the marrative, they shned Some Light om 
Certain facts tnat Our hero himsetf was 
not aware of until now. The combina- 
tion of retrospections amnd Imemories 
completes the background of thne Story 
told in The Witcher 2: Assassins of KingsS. 
This and the following pages qepict 
some of themn. 
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Posters founda on the following pages Were createbllto promiote 
the 9ame. They aepict Geralt in the context of varioas Story 
elements that are essemntial to the next installment ofthe saga 
We are creatimng9-.. 
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